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h KJ 1 . A method of distributing playihg cards, comprising: 

computationally generating a first pjseudo-random playing card sequence from a 
first set of playing card values; and 

printing a plurality of playing card£ having markings corresponding to respective 
ones of the playing card values in an order matching at least a portion of the generated first 
pseudo-random playing card sequence. 
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2. The method of claim 1 wherein computationally generating a first pseudo- 
random playing card sequence from a first set of playing card values includes executing a 
pseudo-random number generation algorithm bn a processor. 

3. The method of claim u 9 further comprising: 

removing an ordered stack of the playing cards from a card shoe. 

4. The method of claimll , further comprising: 



removing the playing cards 



The method of clain 



order one-by-one from a card shoe. 



1 wherein printing a plurality of playing cards having 
respective playing card values in the ordir matching at least the portion of the generated first 
pseudo-random playing card sequence includes printing the playing cards from a front-to-back 
direction of the first pseudo-random playir g card sequence. 

6. The method of clain 1 wherein distributing a plurality of playing cards 
having respective playing card values in the order matching at least the portion of the generated 
first pseudo-random playing card sequence includes printing the playing cards from a back-to- 
front direction of the first pseudo-random playing card sequence. 
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7. A method of ordering playing cai/ds, comprising: 

generating a pseudo-random playing ca/d sequence in a memory device from a set 
of playing card values; and 

printing markings on a set of playing iards in an order matching at least a portion 
of the generated pseudo-random playing card sequence. 

8. The method of claim 7 wherein ordering a set of playing cards to match at 
least a subset of the generated pseudo-random playing card sequence includes. 

9. A method of dealing a playing card game, comprising: 
computationally generating a pseudo-random playing card sequence; and 
printing markings on each of a plurality of playing cards in an order matching at 

least a portion of the generated pseudo-random blaying card sequence. 

10. The method of claim 9 wherein printing markings on each of a plurality of 
playing cards in an order matching at least a portion of the generated pseudo-random playing 
card sequence includes selectively depositing fink on each of the plurality of playing cards. 

1 1 . The method of claim 9 wherein printing markings on each of a plurality of 
playing cards in an order matching at least a portion of the generated pseudo-random playing 
card sequence includes selectively activating portions of each of the plurality of the playing 
cards. 



1 2. A method of distributing playing cards, comprising: 
computationally generating) a first pseudo-random playing card sequence from a 
first set of playing card values; 

printing a number of playihg cards having markings corresponding to respective 



ones of the playing card values in the first 



set of playing card values in an order matching at least 



a portion of the generated first pseudo-random playing card sequence 
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creating successive sets of playing card values without playing card values 
corresponding to the previously printed playing cards; 

computationally generating successive pseudo-random playing card sequences 
from respective ones of the successive sets of playing card values; and 

successively printing a number/ of playing cards having markings corresponding 
to respective ones of the playing card values in respective ones of the successive sets of playing 
cards values in respective orders matching ay least a portion of respective ones of the successive 
generated pseudo-random playing card sequences. 

13. The method of claim 1 2, further comprising: 

distributing the number of playing cards having markings corresponding to 
respective ones of the playing card values in the first set of playing card values in an order 
matching at least a portion of the generated first pseudo-random playing card sequence; and 

distributing the number/ of playing cards having markings corresponding to 
respective ones of the playing card values in respective ones of the successive sets of playing 
cards values in respective orders matching at least a portion of respective ones of the successive 
generated pseudo-random playing card/ sequences. 



14. A playing card 
a processor programmed 

from a set of playing card values; and 
means for printing a 

values to match at least a portion of 

values. 



elivery device, comprising: 

to generate a pseudo-random playing card sequence 

lumber of playing cards having respective playing card 
le pseudo-random playing card sequence of playing card 



includes: 



15. The playing card delivery device of claim 14 wherein the printing means 



a print head positioned tp print on each of a number of playing card blanks fed 
from the card receiver; and 
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a print head controller coupled to control the print head to print card markings on 
each of a number of playing card blanks corresponding to the respective playing card values in 
the pseudo-random sequence of playing card values/ 

16. A computer-readable media tearing instructions for causing a playing card 
delivery device to provide a number of playing cards, by: 

generating a pseudo-random pla>jing card sequence from a set of playing card 

values; and 

printing markings on each of a sit of playing cards in an order matching at least a 
subset of the generated pseudo-random playing card sequence. 

17. The computer-readable media of claim 16, bearing instructions for causing 
a playing card delivery device to provide a number of playing cards, further by: 

generating print data at a host computing system; and 

transmitting the print data fropi the host computing system to a print head remote 
from the host computing system. 



18. The computer-readaHle media of claim 16, bearing instructions for causing 
a playing card delivery device to provide a lumber of playing cards, further by: 

generating print data at a pre cessor at a playing card delivery device; and 
transmitting print data from the processor to a print head at the playing card 



delivery device. 



19. A method of generati lg a playing card deck for a card game, comprising: 



computationally generating a 
printing a number of pla; 



pseudo-random playing card sequence; and 
ring cards, each playing card having markings 
corresponding to a respective one of the paying card values in at least a portion the pseudo- 
random playing card sequence. 
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20. The method of claim 19, tuijher comprising: 

dealing the printed playing cards ii the order of the pseudo-random sequence. 

21. The method of claim 19 wherein printing a number of playing cards 
includes printing the playing cards in an order patching a front-to-back direction of the pseudo- 
random playing card sequence. 

22. The method of claim tl9 wherein printing a number of playing cards 
includes printing the playing cards in an ordef matching a back-to-front direction of the pseudo- 
random playing card sequence. 

23. The method of claim/ 19 wherein the number of playing cards values for 
which a playing card is printed is less than/a total number of playing card values in the playing 
card value sequence. 



24. The method of claifn 19 wherein the number of playing card values for 
which a playing card is printed is equal to at least fifty-two. 



25. A method 
generating a pseudo 

values; and 

for each of at least three o 
values in at least a portion of the pseudo 
respective playing card, the markings 



cor 'es 



of generating a playing card deck for a card game, comprising: 
random playing card sequence from a set of playing card 

the playing card values in an order of the playing card 
random playing card sequence, printing markings on a 
ponding to the respective playing card value. 



26. The method of claim 25 wherein the printed playing cards are stored in a 
card shoe and markings are printed on 4 ^ east 52 playing cards before a first playing card is 
removed from the card shoe. 
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27. The method of claim 25 vsjherein the printed playing cards are stored in a 
card shoe, and further comprising: 

determining when the number cjf printed playing cards in the card shoe falls 
below a threshold value; and 

in response to the number of priiAed playing cards in the card shoe falling below a 
threshold value, printing markings on an additional number of playing cards. 

28. The method of claim 25 wherein printing markings on a respective playing 
card includes printing a rank and a suit on a face of the playing card. 



29. A method of generating a playing card deck for a card game, comprising: 
generating a first pseudo-rancjom playing card sequence from a first set of playing 

card values; 

printing markings on a respective playing card for each of a number of the playing 
card values in the first set of playing card yalues, the markings corresponding to respective ones 
of the playing card values; 

creating successive sets off playing card values without playing card values 
corresponding to the previously printed pLaying cards; 

generating successive pseudo-random playing card sequences from respective 
ones of the successive sets of playing car 1 values; and 

printing markings on a re* pective playing card for ach of a number of the playing 

successive sets of playing card values, the markings 
aying card values. 



card values in respective ones of the 
corresponding to respective ones of the p 



cl; dm 



30. The method of 
includes playing card values corresponding 



im 29 wherein the first set of playing card values 
to at least one deck of fifty-two playing cards. 



31. The method of claim 29 wherein the first set of playing card values 
includes playing card values corresponding to at least two decks of fifty-two playing cards each. 
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32. A playing card delivery deviie, comprising: 
a card receiver sized to hold a plurality of card blanks; 

a print head positioned to print 01/ each of a number of playing card blanks fed 
from the card receiver; and 

a print head controller coupled to/control the print head to print card markings on 
each of a number of playing card blanks in a psefudo-random sequence. 

33. The playing card delivers device of claim 32, further comprising: 
a processor programmed to cjetermine the pseudo-random sequence for each 

successive set of playing cards. 

34. The playing card delivery device of claim 32 wherein the print head 
controller is coupled to a remote processor for receiving data defining the pseudo-random 
sequence, where the pseudo-random sequence is different for each successive set of playing 
cards. 



35. The playing card delivery device of claim 32 wherein the print head 
controller is coupled to a remote processor for receiving data defining the pseudo-random 
sequence, where the pseudo-random sequence is different for each successive set of fifty-two 
playing cards. 

36. The playing card delivery device of claim 32, further comprising: 



a read head positioned to 
a number of playing cards returned to the 



read at least a portion of the card markings from each of 
playing card receiver. 



37. The playing card delivery device of claim 32, further comprising: 
a read head positioned to read at least a portion of the card markings from each of 
a number of playing cards returned to the playing card receiver at a same time. 
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38. A playing card delivery dev ce, comprising: 

eraser means positioned along a card feed path to remove the card markings from 
each of a number of playing cards; 

a print head positioned along the dard feed path from the eraser means to print 
new card markings on each of the number of playipg cards; and 

a print head controller coupled to control the print head to print the card markings 
on each of the number of playing cards in a pseuao-random sequence. 



39. The playing card delivers device of claim 38, further comprising: 
a processor programmed to determine the pseudo-random sequence for each 

successive set of playing cards. 

40. The playing card delivery device of claim 38, further comprising: 
a read head positioned to read/at least a portion of the card markings from each of 

a number of playing cards returned to the plying card receiver. 

41 . A playing card game {system, comprising: 
a playing card receiver; 

means for producing a pseudo-random sequence of playing card values; and 
means for printing markings corresponding to the playing card values on playing 
cards according to the pseudo-random sequence. 

42. The playing card game system of claim 41 , further comprising: 
means for tracking wagers on a gaming table. 



43 . The playing card gam(e system of claim 41 , further comprising: 
a chip tray on a gaming table tfbr holding chips; and 
means for tracking the value of chips in the chip tray. 
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44. The playing card game system of claim 41, further comprising: 
wager tracking means for tracking/wagers on a gaming table; 

a chip tray on a gaming table for Molding chips; 

chip tray tracking means for tracking the value of chips in the chip tray; and 
computing means coupled to receive signals from at least the wager tracking 

means and the chip tray tracking means, and /coupled to provide signals to at least the printing 

means. 

45. The playing card game system of claim 41, further comprising: 
discard reading means for tfeading markings on each of a plurality of playing 

cards collected from a number of players after completion of a hand of cards. 



media bearing instructions for causing a computer to 
a pseudo-random sequence of playing card values; 



46. A computer-readabl 
produce a number of playing cards, by: 

computationally generatinj 
and I 

printing markings corresponding to respective playing card values on a respective 



playing card for each of at least three of 



the playing card values in an order matching at least a 



portion of the generated first pseudo-ranc om playing card sequence. 

47. The computer-reac able media of claim 46 wherein the order is in a front- 
to-back direction of the pseudo-random s iquence. 

48. The computer-readable media of claim 46 wherein the order is in a front- 
to-back direction of the pseudo-random sequence. 
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49. A computer-readable media bearing instructions for causing a computer to 
produce a number of playing cards, by: 

generating a first pseudo-random placing card sequence from a first set of playing 

card values; 

printing markings on a respective flaying card for each of a number of the playing 
card values in the first set of playing card values/ the markings corresponding to respective ones 
of the playing card values; 

creating successive sets of plafying card values without playing card values 
corresponding to the previously printed playing cards; 

generating successive pseudo-jrandom playing card sequences from respective 
ones of the successive sets of playing card valiies; 

printing markings on a respective playing card for each of a number of the playing 
card values in respective ones of the successive sets of playing card values, the markings 
corresponding to respective ones of the playing card values. 



50. A method of playing 



a card game, comprising: 



advantage; 



selecting a total number of j laying card decks required to achieve a desired house 



computationally generating 



a pseudo-random playing card sequence from a 
plurality of playing card values, the plurality of playing card values including a playing card 
value for each playing card in a number of decks of playing cards equal to the selected total 
number of playing card decks; and 

distributing in an order of th 2 generated pseudo-random playing card sequence a 
number of playing cards corresponding to respective ones of the playing card values for at least a 
portion of the generated pseudo-random pla> ing card sequence. 

5 1 . The method of claim yQ, further comprising: 

determining a set of house od<|s for paying winning wagers based on the selected 
total number of playing card decks. 
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52. The method of claim 50, farther comprising: 

determining a set of house odds /for paying winning wagers based on the selected 
total number of playing card decks; and 

paying a successful wager baseB on the determined set of house odds. 
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53. The method of claim 50, further comprising: 

printing in the order of the generated pseudo-random playing card sequence the 
number of playing cards corresponding to respective ones of the playing card values for at least a 
portion of the generated pseudo-random plaving card sequence. 

54. The method of claim 50, further comprising: 

printing in the order of the generated pseudo-random playing card sequence a first 
number of playing cards corresponding to [respective ones of the playing card values for at least a 
first portion of the generated pseudo-random playing card sequence; 

determining whether the ljiumber of printed playing cards is below a threshold 
number of printed playing cards; and 

in response to the determination that the number of printed cards is below the 
threshold number of printed playing cards, printing in the order of the generated pseudo-random 



playing card sequence a second number 



playing card values for at least a second portion of the generated pseudo-random playing card 



/ely following the first portion in the pseudo-random 



of playing cards corresponding to respective ones of the 



sequence, the second portion successi 
sequence. 



55. The method of ck im 50, further comprising: 

successively printing a playing card corresponding to a respective one of the 
playing card values in an order of the generated pseudo-random playing card sequence, as each 
playing card is distributed. 
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56. A computer-readable media paving instructions for causing a computer to 
order playing cards, by: 

selecting a total number of playing card decks required to achieve a desired house 

advantage; 

computationally generating a pseudo-random playing card sequence from a 
plurality of playing card values, the plurality pf playing card values including a playing card 
value for each playing card in a number of checks of playing cards equal to the selected total 
number of playing card decks; and 

distributing in an order of the generated pseudo-random playing card sequence a 
number of playing cards corresponding to res >ective ones of the playing card values for at least a 
portion of the generated pseudo-random playing card sequence. 
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